

































































プ"Sketching in Hardware 2008"の参加報告を行った。
This is a report of physical computing to which people recently pay attention in design process field and media-arts field.  I introduce and
discuss (1) four popular systems as platforms, (2) consideration for application in graduate course in media design, and (3) report of the
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System
項目
CPU
clock
RAM
EEPROM
Power Supply
IDE
Language
PC interface
Standalone
Serial Ports
A/D
Audio D/A Out
Video Out
Character/Font
Table
inter process
Communication
fast response
MIDI Out
MIDI In
AKI-H8
Hitachi H8/3048
32bits
16/25 MHz
4K bytes
128K bytes
+5V
MS-DOS batch
Assmbler
c
RS232
○
2
12bits/8ch
100KHz 8bits
2ch
×
△
interrupt/polling
hand-shake
◎ interrupt
○
○
Arduino
Atmel ATmega
8bits
16 MHz
1K bytes
16K bytes
+5V
Processing like
c
USB
○
1
10bits/6ch
6ch PWM
×
×
polling
×
○
×
GAINER
Cyperss 8bits
CY8C29466
12 MHz
2K bytes
32K bytes
+5V
Max/MSP
Flash
Processing
Max/MSP
Flash
Processing
USB
×
4(max)
14bits/12ch
×
×
×
polling
×
○
×
Propeller
32bits* 8CPU
80 MHz
32K bytes
32K bytes
(external only)
+3.3V
originai IDE
Spin
Assembler
USB
○
8(max)
16bits/28ch(max)
44.1KHz 16bits
14ch(max)
NTSC/PAL
2ch(max)
○
shared memory
poliing
◎ parallel CPU
○
○
